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INSTRUCTION MANUAL 


t. S*t up four $atum' tfilem at detcr^td In Itt inttrwhftn 
manual. Ptu^ In £«ntrol fad(t). 

Nolt:&utt h Move 2 ”: Arcade Edition it for one or No plafert. 

1. TIaa the ^tt A Move 2'; Arcade Edition dite. label tide up. in 
the well of the CQ tra^ and clote the lid. 

?. Turn on the TV or monitor and the ^ga 
Saturn' The Se^ Saturn' I 090 appeart on 
tcreen. (If nothing happent. turn the tYOlem 
off and mate ture It it tet up correctV( before 
turning it on a^in.) 

4. If ^ou with to ttop the ^ame in progrett or 
the ^ame endt. prett the ^eet button on the 
Se^a Saturn' contole to ditpla^ the on-tereen 
Control Panel. 

Important; Your Sega Saturn' 60 eontaint a teeurrt^ code that 
allowt the dite to be read. Oe ture to Keep the dite clean and 
handle it earifulli If four Sega Saturn' t^tlem hat trouble reading 
the dite. remove the dite and wipe it carefully, tlarting from the 
center of the diu and wiping etraight out toward the ^ge. 



Aim bubblet with the O'PAD. and fire them with 
the A. or 6 ^unONS*. 

('You can alter thete button tehingt in the OPTION Screen.) 

•ffiCT er Tm c^Mbi: 

• The idea it to burtt colored bubblet b^ Imting an^ three bubblet 
of the tame color 

• The game it over one* a bubble gett crowded over the bottom line. 
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f To b» a top ocorer. fou'v* 

[0 butt M maii'i bubblos ao 
^aaibiel &ut ttw r«al IrtcK hare 
« turning hoM to strata^ical^ 
tn^la 'four ahota. 

CMTReU 


UftO-#*! 


.eft tnova aiinin^ Arrow to tha lafl. 

Ught D'?AP; Riova ainiin(| Arrow to tha ri^ht 
JP '-PAD: mova aiming Arrow upwardt. 

>own D-PAP; fflovt aiminj Arrow horitontallf to lha ri^ht or Uft, 
orraapondinj to tha Arrow'a turrant diratMon 
>TAp.T; Starta/ Pauaaa/ Paaumaa a 9001$ 

P BUTTON: yiben tha ^ama ia pauaed, 'fou an uae tha & BUTTON 
to CMCtL a window or QUIT a (janta. 

KrOWT CMTMU 

A. & or 6 BUTTON > Launch tha &ubbla. 

A or t BUTTON- Flnatiia Selactiona, 

^ BUTTON' dancal bataction. 

.£-FT SHIFT: wiU final'f tuna aim to tha taft. Whan jama ia 
auaed. Lafl Shift * UP or POWN will a<^uat tha acraan 
kfout atijhHf upwarda or downwarda. 
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SHIfT: will finel<| tune aim 
to the right. When game it pauted 
Ptght ^ifl * U? or OOWN will 
a4)uel the la'|oul for the Score etc 
upnardt or dounwardt 
I BUTTON’ ToggiM tc4re ditplr( 
ON or OFF 

L/R shift WJTTONS (Together) 
When game it pauted, dit^b-jt tcreen petitioning eommandt 


■ijh 


Adter the logo tcrtent appear, a game demonttration begint. ?rttt 
the STAd^T button to b^patt the demo and get to the title tcreen M 
the title tcreen. prett the STAF-T button once more. The £*ane Select j 
tcreen will appear, with these choices: &uet A Move2. &utl*A'MovelAj 
or 1 brings fou to the OtitM Select tcreen. where ^ou choose 
what icind of game lou'd liKe to pb*!. &ut first ^ou1l want to tel 
^our options! 

In OPTION NODE fou can change the game in lots of wa^t: 

6ANE LEVEL: Set the overall tKill level: choose between &at^. 

Normal and Hard tull levels. (Later on. fOu can tel the 
difficulhf of the game in each game mode.) 

NATCH POINT; Set the number of garnet needed to win a match 
when two pbiert are competing. 

HANDICAP: Turn Handicap ON/OFF while pb|ing in the Two Pbfer modlj 
NUSIC VOLUNE: Adjust the music volume bvel heard during pbf 
SE VOLUNE: Adjust sound effects volume level 
M SOUND: Select either stereo or monaural sound output 


OPTION MODE 


eOHTROLLER COMflGWATIflN 


■ MUSIC TiST: U«Un to rtic mu«(( 
iMMil in pl»f. To^^lt through th» 
liainplc numUn. then preee the 
^ BUTTON to lieten to the eample. 

SE TEST: Ueten to the eound 
[ecte ueed in To^^le through 
the sain|)le numben. then press the 
S BUTTON to liftten to the sample. 
iNTROUER eONFlU: Caeh 
ifer can choose from three 
set controller configurations. 

’e^gU through the sellings b<| 

Tpressing IXFT or ?ICitlT on the 
O'Paa. ?ress the 5WT BUTTON 
return to the options screen. 

'ECIAI REMO: AJters the demo 
■reen's settings. Vihen '(ou choose, timer*, the duration of the demo 
will be automatically set by the in-buill clocK housed in the main frame. 
[EXIT: Returns you to the Title Screen. 

Lijj'j' jjj 


Nhen you choose the &dit Mode in the Omm Select screen, it will 
M-t you to the 6dit screen, where you can create your own great 
Kibble puiiles'-up to ?0 of them! 

bust'K-MovelX and ^ust'A-Movet offer different screens/maps 
(or twia the challenge! Tusi when you thint: you've got the game 
lastered. there's a whole nother one< ChecK out fuule Ciame. ?layer 
k.^mputcr and Player Vs. Player modes"is there such a thing as 
loo much fun? 
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MSZUCAAB 

ChMU rtit Puiil* 6<ain» mode 
an^ '(ou'vi jot a ton of ewitameni 
on ^our handol vJorK 'four v«a^ 
through the alphabot. at the 
puiilet jet toujher and ioujhtr 
to toWe[ Ifte rijht move at the 
rijht lime it the differenee 
between earninj a juiek: time bonui 
and beinj buried alive in bubbleel 
An uneepecled etratej^ nuf wort; 
wonderel After fou eeleel f^xrle 
6amt, fOu will be taKen lo the 
Level Select Screen. After chootinj 
the difficultf level, fou will find 
Youreelf on the Couree 
Selection Screen. 



• &ach lettered courte coneiete of five ecreene. Matter all five and 
■jou JO on lo the nett tet of five. 

• ilhoote four coune with the P-PAD. then preet the A BUTTON 

• When fou have finithed the last round, fou have completed the 
jatne. ^ood luck! 

60WTINUC: When a bubble tinKe below the dead-line, the jame it 
over. If fou have anf creditt remaininj. fou can resume plafinj the 
jame from where the jame ended bf timplf preteinj the STA^T 
burrow durinj the 60NTINU& count -down. 


Viur Ckiriitir Heit libbli 


mtiAi tiwtu# 

[here ar* Nubbin that an ahoM up at an^ titne. »ilher tn tha 
Nibble frame or in ^our ahooter cue. Uae ^our ha^ whan aiming 
Ihem— the<( can real('| halpl Different bubblea ahow up depen<ling on 
<hat game mode ^ou chooae. 

tlir Bttbblo: he Star bubble burata all the bubblea of the color it 
iirat touebea. for eiample, if II atrilcea a red bubble firat, all the red 
Nibbira will be eliminated It haa no effect on other Special bubblea 

fMotal Bubble: Thia heav'i Metal bubble deatro'fa all bubblea it 
feouchea on the waf to the lop. 

[diMi Babble: You can't bual thia one! You mual drop it b{ 
Puating Ha neighbora. 

JiHi Bleak: Thia block will never 
diaappear! You can’t drop it. 
becauae bubblea aticK to it! 

NdMbc cNny: 

When '(our acore in a ?uule 
6iame or fb'fer Va. Computer 
game ia among the beat acorea. 
^ou can chooae and enter up to 
■bree charactera. ?reaa L&FT or fU&tlT on the D'PM> to toggle to 
Ihe letter '|ou want, then enter it b<( preaaing the ^ BUTTON. 

HAVu ve ecAMrm 

Mhen ^ou chooae Placer Va. Computer in the Mode Select Screen, 

|ou will be taken to the Level Select Screen. 

When the Timer reada 0. the level will be aet wherever the curaor ia 
totioned at that time.) 

Practice: h practice game ia juat three rounda. with the aiming 
ulaor gutdea ON. 

Normal and Hard: Normal and Hard levela feature il 
creena in total. 
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»«U/ rM ME 
HAVE* V# CeMVTEB 

Thit it 3 I>o*Or-Di» (anaho. When 'fou defeat one computer 
opponent, the ne>t challenger will appear If ^ou are defeated, the 
9 ame l« over &u»t enough buhblee at the eame time and 'fou can 
dump them on ^our opponents side— the ultinute move! 

tV/TMCIM 

A eecond placer can buet in to 
join a I placer game that'e 
undema^ ^ preeeing the ttarl 
button on the controller that i« 
not in pla^. Ihe placer who wine 
the game can reeume placing thi 
previoue game. 

SP€4IN. &U&&Le: $tar &ubbU 

KAyEa V/ MAyE* 

When <|ou eeleci Placer Ve. Placer, 
^ou will be taUn to the Level 
ielect Screen. After chooemg the 
game level, the game will etart. Thi 
pU'ier who wine Ihe number of 
gamee eit at the OTTION Screen 
will be the champion. Ae In Plafer . 
Ve. dompuler. ^ou can jettieon 
bubblee Into ^our opponent'e field | 
Practia; Practice againet a live opponent, using Ihe aiming puleor 
Normal: This level is the default— it's lough, but not too tough 
Variety: Trf this level for an awesome strategic challenge' 
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Qjij' /'/> 

When ^ou Citt Mode in the 6ianie Seteetion ecrecn it wih tatce 
^ou to the edit menu screen. Choose MaKe h Map to create a new 
map or edit an old one. To pla’j a previously saved map (or series of 
I maps), select ?lay. 

PLAYINe THE SCREEN YOU MARE; 

frasic rules are the same as in a Puztle 6ame. There are si> courses. 
hrf. with five rounds per course, 

Once you clear an entire course, 
sou are taUn to the bourse 
ieleciion screen and transferred 
to the nest course. Upon 
completing the F-course. the ^ame 
concludes. Unless you maze all 
thirty screens in advance, the 
^me Mill conclude at the time all 
self-made courses have been beaten. 

HOW TO MAKE A PUZZLE SCREEN: 
place bubbles on the field uherever you IlKe to create an ori 9 inal 
screen. Try Mritin^ words with bubbles. maKin^ wild patterns-let 
your imagination run wild! In total, you can save up to thirty (90) 
Original screens. 

I. Choose MaKe A Map and finalize the selection, 
t Move the cursor with the D-Fad to position the bubbles 
?. Choose bubble types from the toolboe usin^ the L/K- ^ift Outton. 

I (The p. bubble will malce the color of the bubMes random) 

4. Press the ^ or C Outton to set the bubbles: you can delete them 
with the & button. 



'You cannot lest play on a screen of only a TAMA bubble and TAMA 
WocV. or on a screen In which there are no bubbles louchin9 the 
ceiling. (In the event that such a screen appears in Play mode, the 
game will summarily conclude.) ^ 




Vlh«n ^ou fr*«t the Slert Fulton in the Mate A Map eereen, the &<]ii 
optione viin^oti appear*. To eeleci or <leMke4t an option, press the 
A or £. WTTON. Toj^le settings with the P-?AD, If ^ou mate a 
mistate or wish to return to the option uin^« Mithout completing 
an option function, press the ^ ^inTDN. 

RODNI SELECT: Select the rounds to he constructed. 

RANSOM COLOR: You can set random color. You can ^oose the 
color of a dispfa'fsd hubhle via the ON/OfF button (<|ou cannot 
choose OFF for all colors) 

FIELO SI2E: When ^ou select field site and finalite '(our seleclion. 
press the A or 6 button to lo^^le between wide and narrow fields 
MAR CLEAR: this will delete all the bubbles that are placed in 
the field 

SATA CORY; Use this to £op<( map data from one round to another 
DATA EXCHANOE: techan^e map data with the designated 
round's edited data. 

TEST RIAY: You can test pla^ a round while editing (the one that is 
currentl'i being shown), tf '(ou clear the round or lose the round ^ou 
will return to the &dlt screen. To return to the Edit screen during 
test pla-f, press the K button. 

LOAO: Loads saved Edit Pata (isl*-?oth screens). 

SAVE: Saves data 0st-?Oth 
screens) that has been edited. 

EXIT: Return to Menu Screen. 
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ACCLAIM wimnis to IN ongnal purcNnr of this ACCLAIM product that tho 
IMdium on which tho computor program « recordod is froo from datocU m 
matsfiats and worlimanship (or a panod of nmatv 1901 days from tha data of 
purchase This ACCLAIM software it sold 'as it*, without axprast or impliod 
warranty of any kmd. and ACCLAIM it not liable for any toms or damages ol any 
fund resulting from tha use of this progrim. ACCLAIMagrsesfor a period of ninety 
(90) days to either repair or raplaca, at its option, free of charge, any ACCLAIM 
•otiware product poitaga paid, with proof of data of purchase, ii n Customer 
Service Centre Raptacemem of tha cartndga. free of charge to the originel 
purchaser it the full extant of our liability, please mail to 

ACCLAIM* DISTRIBUTED BY ACCLAIM ENTERTAINMENT LTD.. 

Moreau Houae, tt2*120 Brompffin ftd.. Kmghtabndge, London SW3 1 JJ. England 
ftoase allow 28 days from despatch for return of your cartridge. 

This warranty ts not applicable to normal wear and tsar This warranty shall nM be 
pppiicabla and ihal be void of the defect m the ACCLAIM software product has 
Hisen through abuse, unrsasonsble use. mistreatment or neglect. THIS 
VARRANTY IS IN LIEU OF AU OTHER WARRANTIES AND NO OTHER 
CRRESENTATIONS or CLAIMS OF ANY NATURE SHALL BE BINDING OR 

K BLIGATED. ACCLAIM' ENTERTAINMENT LTD. ANY IMPLIED WARRANTIES 
PPIICABIE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF 
lllEflCHANTABIUTY AND FITNESS FOR A PARTICULAR PURPOSE. ARE UMITEO TO 
THE NINETY |90] DAY PERIOD DESCRIBED ABOVE. IN NO EVENT Wia ACCLAIM 
BE LIABLE FOR ANY SPECIAL. INCIDENTAL OR CONSEQUENTIAL DAMAGES 
tESUlTING FROM POSSESSION. USE OR MALFUNCTION OF THIS ACCUIM 
•ROOUCT. THIS IN NO WAY AFFECTS YOUR STATUTORY RIGHTS. 


tis camputer program and Ps aaaociited documentation and matanals are 
wacted by both National and Inlamational copyright law. Storage in a fttrievai 
. /tten. reproduction, trantlation. hiring, lending, broadcasting and public 
lerfonnancat are prolebitad without express written permission of ACCLAIM 


{EGA and SEGA SATURN are trademarks of Sega Enterprises. Ltd 
DklTO IS I ragisuced trademark of TAITO CORPORATION. BUST-A-MOVE 2'** It a 
ndemark of TAITO CORPORATION « TAITO CORPORATION 1996 AH rights 
•served. Acclaim n a dhision of Acclaim Entartaitimem Si S C> 1996 Acclaim 
Intertainmant. All rights reserved 


This product IS exempt from cfassihcttion under U.K. Law. In accordance with The 
Vhlea Standards Council Code of Practice K Is considered suitable for viewing by 
the age rangelsl indicated 



Frank TNom<** 
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